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Hello everyone and welcome to the SMITE Official 
Magazine. If this is your first time reading, a double 
welcome to you! The SMITE Official Magazine is a 
community project turned Official Hi-Rez product. 

All the content you see here is created by people that 
love the game and are members of the community the 
same as you. As you might have guessed, #23 means 
there are 22 other issues to browse through, and | 
invite you to do so at www.gameonmag.com/smite. 


Starting this edition off is a discussion between two of 
our staff members about the biggest pain in the butt 
in the game: Loki. Follow them through their back 
and forth as they try to decide whether he should 

stay In the game or not and if he should receive any 
changes to make him more ‘fun’ to play (against). 


What might help you deal with Loki are some quick 
tips on how to deal with crowd control, and fortunately 
for you we feature some! They might come in handy as 
well against the people trying the Tank-rir build that 
we're showcasing this month in Against the Grain. 


With the SMITE Pro League starting this week, we 
decided to give you an overview of the relegations 
and the teams that made it into this year’s Spring 
Split. Use this piece wisely, as it could help you farm 
up those Fantasy Points for the Season Ticket! 


For those interested in the stories surrounding our 
favorite gods, goddesses and monsters we have not 
only the third installment of the ongoing fiction series 
When Worlds Collide, we also take a peek into the 
Fire Giant’s morning preparations before the battles 
on the battleground of the gods commence. 


So sit back, relax and enjoy this month's 
issue of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


Managing Director Editor 
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In this latest entry of Versus, we take a 
closer look at Loki and find out if he really 
should remain as a playable character 
in SMITE or not. And if he stays, does he 
need to be changed? Or can the dark horse 
of the Norse stay as is? Lets find out. 


Tim: Hi everyone, my name's Tim and I've 
been trying to convince my pal here that the 
opinion everyone has on Loki at the moment is 
the only one that makes sense. The fact Is relative 
to the other SMITE gods; his playstyle is just 
something that doesn't really fit in with SMITE. 
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| Devon: And | am Devon, dark lord of all. And 
\ 
before you get ahead of yourself, remember that 
| 
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not everyone feels that way. Fit or not, Loki has 
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a place in SMITE, and frankly it'd just be less 


fun without him. Even if that fun is Loki’s. 


Tim: Exactly, most of the fun goes to the one 
playing Loki. If it was a Conquest match, that would 
be one player out of ten. A very skewing minority. 
Everyone should be having fun whenever they're 
playing a game and having a Loki just diminishes that 
for most in my opinion. Let’s say there's a very squishy 
Mage or Hunter coming down a lane and a Loki 
comes along and kills them instantly like he is capable 


of doing. The fun factor just drops for the other player. 


Devon: Well, at least it’s pretty accurate to the 
lore, then. Joking aside, that’s his role in the game. 
He’s an Assassin, even the name of his ultimate 


ability reflects that. He’s built to be able to get in close 
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to that target and kill them, because If he doesn't, 
they'll be in the back line during the next team fight, 
and in turn, will make the game less fun for Loki’s 
allies with their damage, or utility. Loki’s actually 


helping his team, just selfishly. So... Broki. [Here] 


Tim: | can definitely see him helping his team 
in that sense. Although, if an actual team fight does 
break out, with or without an enemy 
squishy down, Loki still doesn't offer 
much to his team. As you already 
mentioned, he’s built to get 
in and geta kill. The problem 
with Loki lies in what comes 
next. Being a squishy himself, 
getting that one kill puts him 
out of the team fight most 
of the time. His usefulness 
is limited to that point. There 
is a high probability that he would 
need to get back to base and completely 
leave his team to deal with the enemies. It could be 


worse though - if Loki doesn’t even get that kill. 
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Devon: That kill is Loki’s bread and butter, true, i 

| 

\ 

and easy enough when you're ahead. But 
N 

with or without it, it’s not the only thing i 
| 

in Loki’s arsenal. When his team | 
ice 
is destroying in lane, when 
| 

: ; ‘ : ; \ 

they're fighting or skirmishing, | 
: oe 

when they're losing, in or out 
| 

\ 

of teamfights, Loki’s there. 
| 

N 

And he can split-push with 
| 

the best of them. Even when 
| 

behind Loki can force his 
| 

team to make the choice over 
| 

N 

this tower or that tower, or towers 
over objectives, and sending only one 


The Official SMITE Magazine Issue #23 The GameOn Magazine 


g 
_ 


player to take him out just isn’t going to cut it. 
Whether this leaves his team 4v4 or 4v3, those are 
the kind of odds Loki likes. And even a forced five- 


man fight against his team will cost them a tower. 


Tim: Here’s the thing though. Those things you 
mentioned about Loki? His split-pushing potential 
or picking off individuals? They rely on the same 
thing, a lack of coordination on the enemy's part. 
Sure, if the enemy doesn't communicate well enough 
by letting their teammates know the whereabouts 
of Loki before a teamfight, they will be prone to 
getting picked off or risk losing a tower or two. Pit 
Loki up against a coordinated team though and a 
significant change will happen. With coordination, 
communication improves, planning improves, map 
awareness fares the same way. All of these spell out 
trouble for Lokis. He might still get a kill though but at 
what cost? His team may end up with a member down 
- the Loki player him/herself. During the late game, 
the extended time It takes for respawn may actually 


determine the outcome of the entire game itself. 


Devon: Getting caught is all part of his plan. 
A Loki player might go in and get the kill or not, 
and might die. Maybe. That’s true. But a good Loki 
player knows the risk, and knows when to take it. 
A good Loki player can sound out the enemy team 
and decide if there’s a threat big enough for his 
careful ministrations, if there’s an errant bud that 
needs to be snipped for his team to better flourish 
than the enemy team. And when that’s not true, 


he knows when they could use the money for that 


Tim: And that’s where another of his problems 
lies. Don't you get the feeling that Loki is a little too 
easy to play? Bar the instances of team fights, he 
seems like a very low risk, high reward character. 
Especially in 1v1 circumstances. If he catches 
an enemy out of position, he gets a kill. If the 
enemy tries to turn the tables on him, he vanishes 
and finishing him off becomes a whole lot more 
difficult. In a casual game, coordinated teams are 
mostly far and few between. This puts balance a 


little on the edge as far as Loki is concerned. 


Devon: Unfortunately for all of us, you do have a 
point there, but | can't help it that Loki so far hasn't 
found many counters in the game. However, |’m not 
solely responsible for spreading Loki Awareness, 
either. There's no manual passed out to new players 
that teaches the finer points of warding, grouping, 
even laning, much less the advanced version 
explaining how to force fights without him, siege 
towers Safely in his absence, and ward deeper in 
to catch him before he stealths. However, these 
are all learned things, another part of the game to 
study, and players that learn them do better against 
Loki, something that’s not nearly as true for many 


other gods in the game. And with newcomers like 
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Khepri with his life-saving ultimate, his job is only 
becoming harder. Would | argue that he’s perfect or 
even really balanced for most situations? Probably 
not--l’m no fool, and | don’t have his gift of speech. 


But does he have a place in SMITE? | think so. 


Tim: Honestly, | cannot deny that Loki should have 
a place in SMITE. His kit is quite unique compared to 
the other gods and things like split-pushing makes 
him distinct (RIP old Wa). Would some tweaking in 


his kit allow for some flexibility in his playstyle? 


Devon: Well, right now his kit is fun. Choosing 
your prey, moving In like a hunter, planning for 
escape routes and timing enemy movements, it’s a 
complicated love affair with the complex. Changing 
it might or might not fix his problems, but it’s 


more likely to just make him not worth playing. 


Tim: Either way though, | guess we're on 
the consensus that Loki should remain in the 
game. Whether small changes might diversify 


his role or not, we would never know. 


Devon: Besides, everyone needs a villain. 


By Devon Boyette & Timothy Tian 
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Spare tower the enemy Isn't watching. And a good 


ic 
YAS. Loki player won't really get caught; he'll be toying 


Ta. vere? 


with the enemy, nothing more than a Decoy. And 


when they close in on him he'll Vanish without a 


trace, only to return later... with better items. 
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AGAINST THE GRAIN: TANK- 
RIR V.3.0 


We all know Fenrir is the next god to be 
released (Kappa), but we've been able to put 
together a build for him that changes him 
from a sneaky assassin to a front-lining beast. 
So, what do you need to turn the Hound of 
Ragnarok into an unstoppable monster? No 
fear, young padawan, | will tell you all about tt. 


oking aside though, Tank-rir is not a new 
J concept and has been floating around the 
SMITE hallways for a very long time. However, the 
new and changed items for Season 3 launched 
the concept into the stratosphere, making it a Lot 
more viable in a large variety of game modes. 


The only game mode in which this build suffers 
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is Conquest, simply because it takes too long to 
get rolling and be effective. In every other game 
mode, being able to face tank the enemy team for 
an extended period of time while holding your prey 
in place like the good doggie you are enhances 


almost any team composition you can dream up. 


THE FIRST 1500 


Depending on the game mode, there's two paths 
you can take at the start of the game. In game modes 
where you can get gold relatively quickly, like Arena 
or Joust with an early aggression team comp, starting 
with Cloak and a couple of health and mana potions 


is uSually the best. After getting a little bit of gold you 
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as soon as possible to increase your overall 


tankiness. This remedies Fenrir’s squishiness 


really fast, allowing you to tank earlier on. 

When gold gain is a little slower, it’s 
usually best to start of with a starter item 
and Cloak. Which starter item you get is up 
to personal preference and the enemy team 
comp. Watcher's Gift is a solid choice when 
you have the time and space to let your team 
farm up. This allows you to get to your other 
items faster and be a face-tanking menace 
sooner. When you prefer a more aggressive 
approach, Bluestone Pendant Is an obvious 
choice for even more obvious reasons. This 
does require a shift in playstyle between the 
early and mid/late game, but throws your 
enemies off as you start out as an Assassin 
but shift to a tank as the game progresses. 
For early tankiness, Mark of the Vanguard 
is the way to go. Especially against enemies 
that have a lot of DoT (Damage over Time] 
effects this is an excellent item to take. | 
highly recommend this one when the rest 
of your team is exceptionally squishy and 


you need to start tanking from the get go. 


THE CORE ITEMS 


As you may have surmised, Hide of the 
Urchin Is the first item you rush, almost 
without fail. Only against team compositions 
that highly favor one of physical or magical 
damage over the other (for example, a 
team in which the only source of magical 
damage is a Guardian) do you stray from 
this. Hide of the Urchin provides amazing 


amounts of health, mana and protections, 
The Official SMITE Magazine Issue #23 
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especially when it’s stacked fully. When completed 
early on, this item will carry you a long way and 
provides everything you need to survive. 

After rushing your first tank item, it’s time to 
move fastler). My choice for boots falls on Reinforced 
Greaves. As a tank, you don't need the power that 
Warrior Tabi provides and while Ninja Tabi helps 
a little with stacking your passive faster, it doesn't 
provide the stats that you need in the long run. 
Reinforced Greaves, with the inclusion of the new 
stat Crowd Control Reduction (CCR}, stands head and 
shoulders above the others. You're going to spend a 
lot of time in the enemy’s faces as Tank-rir, and you're 
guaranteed to soak up a lot of CC (Crowd Control). 
Breaking out of this 30% faster is a god sent, allowing 
you to resume being a menace that much faster. The 
extra bit of health will also help out a lot, expanding 
Fenrir’s normally small health pool even more. 

The third and fourth item of this build should 
be no surprise to anyone: Breastplate of Valor 
and Bulwark of Hope. These give you the health, 
protections and survivability you need to truly 
shine. | lumped these together because the order 


in which you build them is completely dependent 
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on what the biggest threat on the enemy team is. 
If their magical damage dealer is the one that’s 
chunking through your health, get Bulwark of 
Hope first. If you're having difficulty with their 
physical damage dealer, go Breastplate of Valor. 
Regardless of the enemy team, you'll need to get 
both of them to reach your maximum potential. 
Those of you who are not as experienced with 
the game’s items might wonder: why specifically 
these two? Let's start answering this question 
with Breastplate of Valor. This item provides a fair 
amount of physical protection (75 to be exact), 
a good chunk of mana (300) and 20% Cooldown 
Reduction (CDR). While there are better options out 
there if you want raw physical protections, it’s the 
mana and CDR that makes this item so valuable. 
Fenrir is a very ability heavy god, relying almost 
completely on his kit to be effective. Being able to 
use your abilities more frequently before needing to 
go back to base to heal up your mana ensures you 
can be there for your team when they need you. 
Now, Bulwark of Hope. This is possibly one of 
the strongest defensive items in the game. It gives 


decent magical protections (60), a chunk of health 
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(200) and 20% CCR. Might not seem that impressive, 
but that’s where the passive comes in. When you take 
damage and are below 30% health, you get a shield 
that lasts for 20 seconds. This means that when you 
get low, you get that extra chunk of ‘health’ to keep 
going! As you can imagine, this allows for turnaround 
plays and crazy escapes that otherwise wouldn't have 
been possible. The shield provides a solid 350 ‘extra 
health’ at max level, so that’s nothing to sneeze at. 
The only ‘negative’ thing with Bulwark of Hope 
is the 20% CCR. You're also rocking Reinforced 
Greaves, and those two together will make you 
overcap (go higher than the maximum] on CCR. 
However, with how cheap Reinforced Greaves 
are, | don't feel like I’ve wasted my gold. But 


there are solutions for this in the late game. 


LATE GAME LUXURY 


There are quite a few options for your last two 
items, and they depend on personal preference, the 
enemy team and just the overall state of the game. 

My favorite luxury item is, by far, Mantle of 
Discord. Besides giving you a pile of protections (60 
each], it almost perfectly rounds out your CDR [leaving 
you 5% shy of the cap) and provides a hilarious 
passive. Every 90 seconds, when you get below 30% 
health, you stun all enemies within 20 units for 1 
second AND gain CC immunity for 1 second. If there 
ever was an Item that rewards going ham, it’s this. 
Remember that you have Bulwark of Hope, so the 
turnaround plays will be even more insane with 
the stun, the extra health and the CC immunity. 

If you're worried about the overcap on CCR, this 
is the point where you can fix that. Getting Spirit 
Robe and switching your boots to Warrior Tabi solves 
this problem neatly, bringing your CCR to the cap of 


40%. Do not combine this with Mantle of Discord, as 
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that will make you overcap on CDR instead! Spirit 
Robe Is a good alternative to Mantle of Discord, as it 
provides a good amount of protections and rounds 
out your CCR nicely for a fraction of the price. 

The Spirit Robe route leaves your CDR lacking, 
and a nice way to round that out is Ancile. Besides the 
CDR, this is an item you'll get mostly for the passive 
attached to it, as the physical power it grants is ok but 
nothing shocking (25], and the magical protections 
aren't that shocking either (40). The passive 
increases your physical power by 0.5% for every 1% 
of missing health. With all the tankiness this build 
provides and the amount of time you spend close 


to the enemy, this can turn you into a scary source 
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of damage for the enemy to deal with really fast. 
When you're facing a team with a ridiculous 
amount of CC, Magi’s Blessing Is a worthy option. 
Being a tank, your relic slots are most likely 
relegated to supporting Relics like Curse, Sprint 
or Shell so you have little space for for defensive 
ones like Purification or Sanctuary. Magi’s Blessing 
gives you that extra bit of protection against CC 
every 70 seconds. This is especially valuable 
when you take Brutalize into consideration, 
which Is effectively a channeled ability that can be 
interrupted and is your main source of damage, 
besides also being a scary chase tool for gods with 


dashes (brutalize follows dashes, unlike jumps]. 


OTHER WORTHY CONSIDERATIONS 


A more aggressive and damaging approach 
would be to replace Reinforced Greaves with 
Winged Blade and get Stone Cutting Sword as the 
fifth item. This gives you more damage late game, 
provides physical protections as you basic attack 
the enemy to stack up your passive while you wait 
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for cooldowns and provides enough movement 
speed to forego boots entirely. However, this does 
mean you ll be moving slower for a large part of 
the game, as Winged Blade is your only source of 
movement speed for a long time. | recommend 
rounding out the build with Spirit Robe to round out 
your CDR and provide a little more survivability. 
Going Jotunn’s Wrath and Shifter’s Shield as 
luxury items pushes this build more towards a 
bruiser than full on tank, and works best when 
combined with a dedicated tank on the team. These 
items greatly increases the damage you do while still 
making you hard to kill. Exchanging the Reinforced 
Greaves for Warrior Tabi is recommended to further 


enhance your damage output throughout the game. 


RELICS 


Your choice of Relics Is, as it always should, 
dependent on the game. However, some work 
really well in conjunction with Tank-rir’s strengths 
and purpose. Most notably Curse Is very powerful. 


Pulling out an enemy with your ultimate and 
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slowing them as soon as it ends locks them in a very 
awkward position with very few ways to escape. 

A less viable, but very entertaining option is 
Frenzy. Boosting your damage twice through Seething 
Howl and Frenzy results in a lot, and | do mean A 
LOT, of burst damage. Hitting allies with Frenzy is 
of secondary concern, as its main focus is to boost 
your own power. However, using it too soon or getting 
locked out of getting close to the enemy means you 
wasted a valuable Relic slot that could be used to 


help the team be safe or perform better as a whole. 


PLAYSTYLE AND WHY THIS WORKS 


This build is designed for people who like to 
play aggressive supports like Bacchus, Xing Tian 
or Ymir that support as much through damage as 
they do through soaking damage and providing CC. 
It rewards diving deep into the enemy team and 
drawing your target out from the backlines with 
your ultimate to allow your team to delete them 
swiftly and efficiently. The base damage numbers 


on Fenrir’s abilities are respectable to say the 
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least, so he will always be a threat even when you 
build full defenses like you do with this build. 

And that’s also why this build works so well on 
Fenrir. His CC is conditional through his passive, 
hard to land on multiple enemies or single target, 
so he needs something to supplement this. And he 
does this through damage and threat, and does so 
in spades. Your job is as much to lower the enemy’s 
health as it is to set up for the rest of your team, 
and as aresult requires a little bit of coordination. 
Don't forget to use Seething Howl, as It greatly 
increases his physical power and thus the damage 
he does. He's also by far one of the better gods for 
zoning, as every SMITE player with a little bit of 
experience has felt the pain that is Fenrir’s Brutalize. 

If you enjoy pulling a fast one on your 
opponents, ‘secure’ a lot of kills and be tanky all 
at the same time, this build is one to try for you. 
While not easy to play, when you pull it off it’s 


one of the more rewarding feelings In SMITE. 


By Jorg van der Velden 
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QUICK TIPS: HOW TO DEAL 
WITH CROWD CONTROL 


Ss many of you know, Season 3 has come 

A... many changes and tweaks. From item 
shop expansion, to god balance, to new pantheons, 
all of which have absolutely changed what many 
have become accustomed to in SMITE Season 2. 

The largest change seen by SMITE as a whole 
has to be the new active/relic system, more 
specifically the negative adjustment to Purification 
Beads, now known as just simply “Purification.” 
Wanting to make the game less safe, and providing 
an easier way to provide actives to the player 
base, Hi-Rez made the executive decision to 
remove what was known as beads and alter them 
accordingly, adding the wide use of Crowd Control 
Reduction in order to combat the lack of beads. 

What does all of this have to do with dealing with, 


or avoiding heavy crowd control you ask? Well due 
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to the lack of such common crowd control immunity, 
the SMITE player base has been having a hard time 
dealing with it since CC is so prevalent in the game. 
Fortunately for you what may seem like a bleak future 
of Ymir freezes, Ares’ chains, or getting stoned by the 
beauty known as Medusa, is not as bleak as it seems. 
There are several ways to deal with the heavy 
CC situation, one of the simplest ones being do 
not be so trigger happy with your relics. Popping 
Purification any time you get frozen, even ina 
situation that is not as bad as you think it is, will put 
you In an even worse spot later. Save your Relics 
for as long as you can, try to manage when and 
under what circumstances you need to use them. 
Another tip would be buying CC reduction 
equipment. Spirit Robe would be a good example; 


although they do not work on every kind of CC, it still 
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gets the job done overall. The way 
CC reduction works is quite simple, 
it takes the duration of the CC, and 
depending on the percentage [up to 
40) it will reduce how long you are 
affected by it. For example: Ymir’s 
freeze is a3 second stun, with 40% 
CC reduction you will only have to 
go through about 1.8 seconds of 
that entire stun. Being frozen for 1.2 
seconds less than the rest of your 
team will probably save your life, 

or put you Ina position to help your 
teammates who also got frozen. 

The final big way to deal with 
or avoid CC, is micromanaging your 
CC immune abilities in order to 
not have to use the 180 cooldown 
Purification. Using abilities such 
as Rising Jaguar, or CC immune 
ultimates like Astral Barrage to 
get past being CC’d Is far better 
than using Purification due to them 
almost always coming back online 
before your Purification will. 

By no means are we saying 
using these would make you un- 
cc-able, this is just advice to help 
players deal with the sticky situation 
that is being CC’d to death. These 
are just the basics as well, there 
are many more methods to deal 
with Crowd Control but where 
would the fun be if everyone knew 
these secrets, some things you Just 


have to figure out by experience. 


By Ralph Babunga 
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DIARY OF... THE 


very battlefield’s got somethin that makes it 

E nice some got mountain passes, some got 
miles of grassland, and a small few, like this one, got 
phoenixes. Fire-birds are hard to come by, solitary 
and territorial, so findin and keepin six at once isn't 
easy; just wish they had off buttons or at the very least 
muzzles. You'd think with how much time they spend 
on fire or coughin up fire, they've weaker lungs -and 
maybe they do- but somethin about a high-pitched 
squawk and a lot of rocks means that | gotta suffer 
the loudest echoes in the world; even from half a mile 
away. The birds shut up when the fightin starts, but 
in the times between, most of us just cover our ears 
and wince. Except the Gold Fury. Don’t know if she 
can stand it because her own voice Is so horrible or 
because she understands bird. Probably the second 
one, though ‘m not sure even she'd want to know 
what the birds are sayin’. Thankfully, the pre-battle 
prep’s windin down, which means that soon there ll 
be much less squawkin and much more fightin. 

Hope there’s a lot of fightin today. Yesterday 
went well, or at least the mornin did -twelve died in 
the lava pits, five got smashed into the ground, and 
three were tossed into the air, still waitin for them 
to land. It was a pretty good day; well that is until | 
broke the rules...again. In my defense, it was the end 
of the day and things hadn't been goin so well. How 
the sea-monster survived bein summoned in the 
center of a lava pool is beyond me. Shouldda ended 
the day starin at the over-cooked octopus corpse, but 


no, instead | got picked up by a tentacle and thrown 
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into a wall. Death by octopus Is goin on the list of 
embarrassin ways I've lost fights since comin to the 
battlefield, right under slapped in the face with a 
paintbrush and barreled over by a wild boar. Nearly 
won that fight too, but then the octopus showed up 
and smacked my victory right outta my hands. After 
that | was exhausted and so very done with loosin, 
you can't blame me for hittin the guy trynna stab 
me in the back! But no, startin a fight’s “against the 
rules” and in “violation of your contract.” Which is 
how | spent the night trapped In a stone box, listenin 
to the phoenixes screech for hours on end. Almost 
like it'd heard me, one of the birds decided to let out 
a particularly harsh screech; a collective groan rose 
from all of the monsters who'd taken their places in 
the jungle and hadn't had the reflexes to cover their 
ears in time. After a few seconds of waitin for the 
echo to stop bouncin off the walls, | lowered my hands 
and winced; ‘pparently I'd gotten the timin wrong. 

“Someone looks happy today.” 

| turned to glare at the Fury perched on the 
wall behind me, “your voice is gratin’, as usual.” 

She laughed and hopped off 
the wall, “rough night?” 

“You could say that.” She cocked her head to the 
side and blinked in confusion. | sighed and pointed to 
the cage behind me. The Fury cringed in sympathy; 
she never stepped out of line, but she knows how 
much bein stuck in that tiny space bothers me. It’s 
two feet too short to be comfortable and just tryin to 


sleep in there with the lid on is like sleepin in a crypt. 
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Not to mention bein locked in there durin’ the day 


when | can hear fights breakin out across the field an’ 
not bein able to join in is probably the most frustratin 


thing | ever experienced. | used to be the most feared 


creature in the world, heroes and gods alike would 
travel for years just to fight me. I’m supposed to fill 
the world with fire and burn it to ash and yet | get 
trapped by a flimsy box and some magic chains? It’s 
humiliatin. | hate that box. The only redeemin thing 
about It is that the stone sides muffle the phoenix’s 
screechin; though the damn birds are too loud for 
even the slabs of rock to stop all of the noise. 

The Fury started ramblin about the gossip she'd 
picked up while stretchin her wings. There wasn't 
much for her to tell, but she somehow managed 
to stretch her tale to ten minutes. The pre-battle 
speeches were almost exactly the same ones that 
had been given yesterday, there’s a new regiment 
of monsters bein trained to enter the field soon, 
one minon’s mother made snacks for everyone in 
his regiment - the Fury managed to steal one of the 
treats and escape before anyone noticed. She was 
very proud. It’s annoyin when she’s that smug. 

“Couldn't grab one for me?” | interrupted. 

“Sorry, hon,” she grinned in a way that 
meant that she wasn't sorry in the slightest. 

“If it’s any consolation, you wouldn't have liked 
them. Too much sugar, not enough burnt bits.” 

| summoned a small fire ball and held 
it up in my hand, “couldda fixed that.” 

“Having burnt bits and being a pile 
of ash are two different things.” 

| shrugged and turned away to go back to my 
warm-up routine. Spinnin the sword around to 
stretch out my wrists and holdin it out to the side as 
| lunge across the circle a few times to loosen the 
cramps In my legs. The Fury waited a few seconds 


to see if | was goin to respond before scratchin her 
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claws pointedly against the cracked stones that 


made up the floor. She left fairly quickly after | failed 
to respond, angrily leapin onto the side of the wall 
and pushin herself off the surface and into the air. It 
was a bit of a relief to be alone after havin to listen 
to her gratin voice for nearly half an hour; not that 

| don't occasionally enjoy her visits, there’s no one 
better at distractin everyone around her, but after 
the night | had, | wasn’t lookin for a distraction. 

The sound of the battle horns joined the phoenix 
calls bouncin around the field. A few monsters ran 
past to take their places behind the rocks and every 
last one was wincin and had their hands clamped 
over their ears. Soon 'm gonna have to climb back 


in the cage, or be forced back into it. | didn’t used to 


have to do it, back when I'd first got here there wasn't 


so much as a chain holdin me back. But then a few 


of the weaker gods wandered too close and attacked 


me without knowin who | was. Those fights were over 


quickly; probably could've defeated them with a paper 


fan. That's when someone came up with the Idea of 
usin Fenrir’s chains to keep me in line and the cage 


became a part of my daily routine. At least | have to 
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wait until my enemies are stronger now, gettin’ out 
later makes the fights more fun, more challenging. 
The horns blew again and one of the magic 
chains pointedly wrapped itself around my ankle. | 
gazed longin'ly at the area outside of my circle and 
the chain tugged my leg toward the box. It’s a sad day 
when you're forced to take orders from an inanimate 
object, even if this one’s animate, the entire thing's 
demeanin’. | moved to the smooth stone box and 
dropped my sword in before hoistin a leg over the 
side. The lid floated patiently by the side of the box, 
waitin for me to get in so it could seal me inside. With 
one last glance at the field, | dropped into the box and 
got situated in the cramped space, my knees scrapin 
painfully against the side. The lid dropped overhead 
and the stone glowed from the heat of my sword. 
Waves of fire ripple along the sword’s edge and the 
light dances against the stone wall. One day, | will 
be free from this cage, free from these chains and 


then, well, it’ll be fun to watch this battlefield burn. 


By Helena Wachhaus 
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TYING THE CONNECTIONS: 
KHEPRI 


This month's edition of Tying the Connections 
brings to you, dear readers, the relationships 
between the Dawn Bringer and his kit! 


ave you ever seen a dung beetle rolling dung 
H into a ball and pushing it to their homes? 
It sounds extremely gross but in all honesty, it’s 
really fascinating at the same time. According to 
the ancient Egyptians, they too made a connection 
between this act with the movement of the sun 
across the sky. They linked this action to Khepri, a 
solar deity who was also associated with the dung 
beetle or the scarab, an Egyptian artifact depicting 
the beetle. It was their opinion that the movement of 
the sun across the sky was reminiscent of the insect 
pushing its ball of dung across the ground. Thus, 
Khepri was seen as an aspect of the sun god, Ra. 
However, Khepri's role as a sun god is a little 
blurred. One myth mentions that Khepri pushed 
the sun across the sky and at the same time, his 


movement was constant from dawn to dusk. Another 
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myth mentions that Khepri was seen as only the 
aspect of the sun during daybreak when the sun 
emerges into the sky. In this case, the origins of 
his name can also be brought to our attention. 

The Egyptians associated his name with the word 
‘Kheper’ which means ‘to emerge’ or ‘to come 
into being’. These words would clearly represent 


dawn, during which the sun rises into view. 
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Breaking away from the lore of Khepri and 
moving to the physical aspects of the dung beetles 
themselves, ‘Kheper’ could bring about another 
meaning as well. As a method of bringing this 
food source into their home, the dung beetle 
would dig a hole in the ground and the dung ball 
will eventually sink in, buried underground. The 
female will then lay her eggs and when they 
hatch, the young would ‘emerge’ from the ground 
to feed on the dung. This emergence from the 
ground coupled with the belief that the young dung 
beetles surfaced spontaneously as If created from 
nothing, led the Egyptians to relate Khepri with 
the ideas of rebirth, renewal and resurrection. 

Another interesting physical characteristic of the 
dung beetle can be also be witnessed from its dung 
pushing operations. Instead of facing the dung and 
pushing it with its forelegs, the beetle would instead 
turn 180 degrees with its rear facing the dung. It 
then pushes it with its hind legs instead, making 


it Look as If it was walking backwards. 
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Appearance-wise, Khepri was often depicted 
in two different forms, a scarab beetle or a man 
with the head of a scarab. In SMITE, the former 
was used as inspiration in terms of his physical 
design. His design bears more resemblance to the 
horned dung beetle than its average counterpart 
and this move may have been a route to a more 


menacing outlook for the Dawn Bringer. 


FORTITUDE 


Let’s start things off with Khepri’s Passive. Every 
9s, Khepri places a shield on himself and his allies. 
This is a lot more relatable to the dung beetle than 
his actual lore. Look closely at a beetle and you would 
notice their exoskeleton - a shell-like structure which 
covers their body and protects them. It acts almost 
as a Shield for them and thus, Fortitude was born. 

As a god, it would make sense for Khepri to extend 


this advantage to his allies. In the game, the rate at 


which the shield is applied slows down 


\ 
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to every 10 seconds while in combat. In nature, the +, 
dung beetle’s actions doesn't really alter the effect 
of his shell in any way. It’s always there to protect a 
it. In the case of Khepri in SMITE, gifting this to his 
allies may seem like a hassle if he’s in the thick of 
a fight. As a simpler way of looking at it, a shield 
every 5 seconds may seem a little overpowered 


in a teamfight, while Khepri is in combat. 
ABDUCT 


Khepri's first ability involves him lunging 
forwards, grabbing an enemy and pulling them 
backwards. The first half of this motion (lunging 
forwards] isn’t really an action that dung beetles 
carry out. On the other hand, the second half of 
the motion Is one that can be associated fairly 
well with them. It is a fact that dung beetles are 
incredibly strong and is able to pull more than 1000 
times its body weight. Its mandibles are used for 


grinding up their food and is also able to grab. As 


) 
Z 


mentioned above, when rolling the ball of dung, 
the dung beetle would also push it while walking 


backwards. Combining all of these acts result in 


. 
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Abduct, or rather half of it. Nonetheless, it merges 


both real life characteristics and unique gameplay 


wi 


mechanics in an interesting manner. With the 
enemies being crushed by Khepri's jaw at the time 
of Abduct, | doubt they would be capable of doing 
anything other than feeble attempts at breaking 
free. Adding the silence to Abduct reflects this 


and adds some Crowd Control to Khepri's kit. 


RISING DAWN 


Aptly named Rising Dawn, Khepri's second 


ability provides him with his main source of 
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damage. In this ability, his role as a solar deity 
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comes to play. The animation involved in Rising 
Dawn Is in accordance to the beliefs of the ancient 
Egyptians - that Khepri pushed the sun across the 
sky. Enemies hit by this sun receives damage and 
have their protections reduced as well. There is 
one discrepancy with this ability though and it’s 

in how the damage is dealt - over time. The heat 
from the sun should deal its damage instantly since 


its effects would most probably be immediate. 


SOLAR FLARE 


Once again, Khepri returns to his sun roots. This 
time, Khepri calls on the sun to shine down upon 
his enemies. This ability also deals damage since 
the sun Is involved. The surprising feature of Solar 
Flare Is its ability to root the enemies in place. How 
would sunlight by related to keeping one in the same 


position, unable to move? Looking at this question 


= = 
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from a game mechanic point of view definitely helps 
in providing answer. Before this ability, Khepri’s 
only other Crowd Control (CC) comes from Abduct. 
As a Guardian, CC is very important. The root that 
comes together with Solar Flare adds to Khepri's 


usefulness in both the laning phase and in teamfights. 


SCARAB’S BLESSING 


Scarab’s Blessing deals with Khepri's association 
with rebirth and resurrection. His Ultimate cleanses 
all CC placed on his allies and grants them movement 
speed and immunity to slows. These effects do not 
really spell out rebirth or resurrection. Instead, it 
displays Khepri as a protector. With the amount 
of CC in the game, Khepri’s Ultimate is extremely 
handy in protecting an ally from certain death. 
However, his Ultimate doesn’t end there. The 


second portion of Scarab’s Blessing presents an 
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ally with a second chance at life. If an ally were to 
die while under the effects of Scarab’s Blessing, 
they are instead revived at Khepri’s location. Now 
we can see the rebirth and resurrection at play. 
However, there are limitations to this since the ally 
is only revived up to a certain percentage of the 
maximum health. In-game mechanics intervene 
once again. Being able to completely restore the 
health of an ally when they were supposed to die 
may seem a little on the overpowered side. 

As a whole, Khepri's design and kit certainly 
does his lore justice. The action of dung beetles, 
his role as a sun god and his connections with 
rebirth are all represented throughout his kit. 
The Dawn Bringer does not look like a candidate 


for God Re-Envisioned any time soon. 


By Timothy Tian 
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he Romans had a tradition. As they traveled, 
i they conquered, they took the best 

of what they found for themselves, and this was 

true too for religion. Historians and theologians 

generally agree that Romans had their own gods 

and merely borrowed myths and stories or just 

naming conventions from other cultures, perhaps 


as a tool for understanding, or perhaps as one 


The Night Remembers 
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IN THEORY: 
SUMMANUS, THE THUNDER 
IN THE NIGHT 


By Devon Boyette ~~~ 


more dagger in the side of a defeated empire. So 

the Roman Jupiter equated to the Greek Zeus, and 

Quirinus was one of the better concepts believed 

to have been merged with ideas from the Sabine. 

But no one’s quite sure where Summanus came 

from, or where he went when the dust had settled. 
Summanus came to prominence in a time almost 


before people cared enough to write down why, 


Description 


The first enemy god to damage 


, Passive 
Summanus Is marked by him, 
| and takes more damage from 
ee him until either of them dies. 
Ability 1 
| targeted bolt in a small circle and 
marks all enemy gods hit. 
f Ability 2 
fires bolts at a higher attack speed. 
| Marked targets get hit through 
——_———_ minions, and take more damage. 
a Ability 3 
slows from himself on cast and 
¢, granting a brief reprieve from basic 
—_——__ attack movement penalties. 
‘ Ultimate 
open thunder, slowing all enemy gods 
| inside on every pulse. Marked gods 
— take damage and are also crippled. 
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Summanus fires a ground- 


For three attacks Summanus 


Summanus dashes, removing 


Summanus fills an area with 


almost but not quite. Temples to him and the sky 
were known to be struck by lightning, and statues 

of his rivals even more so. We're not quite sure why 
sacrifices of food and black-coated animals were 
made in his name, but he was important--and fearful. 
However, at some point in history, his greatest brother 
and adversary began to rise to prominence, with 
more importance in culture and a larger temple. And 
after the Roman melting pot absorbed the Greeks, 

a much more kingly spot in the pantheon. And that 
brother was Zeus. Summanus went from the god of 


lightning to the god of night time lightning, an equal 


44 THOUGH MAGE 

AS A CLASS SEEMS 

TO FIT HIM, LIKE HIS 
DISTANT COUSIN ZEUS, 
SUMMANUS IS A MORE 
BRUTAL FORCE, WITH A 
HARSHER VIEW ON THE 
GODS AND THEIR WAYS. 77 
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| 
| 
partner to Jupiter, if a more violent and mysterious | 
one, associated with the hours of the unknown and | 
according to some, the dead and their lands. | 
Eventually, Summanus was relegated to lower | 
and lower spots in the hierarchy of the gods, into an | 
aspect of Jupiter, then a facet of his power, then a | 
possible nickname for Hades. Until he was eventually | 
forgotten. However, the truth is that Summanus could | 
not stay buried forever. With a scant but memorable | 
history and a once-powerful cult, the forgotten deity | 
of thunder and lightning in the night has merely been | 
waiting for his chance to strike back at the world, and | 
at his distinct rival in the sky, and to once more reign | 
over all that he once held. The battleground of the | 
gods will serve as the perfect place for his return. | 
Though Mage as a class seems to fit him, like | 
his distant cousin Zeus, Summanus is a more brutal | 
force, with a harsher view on the gods and their | 
ways. His vindictive nature and need for revenge | 
would instead see him ridding himself of enemies | 
one harsh attack at a time, using the lightning as a | 
tool for pain and superiority rather than a weapon. | 
So this month's look at Summanus gives him the b 
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kit of a Hunter, to let him single out foes one ata 

time and bring them down to their final rest. 
Summanus is back, and ready for vengeance. On 

his way to never being forgotten again, he’s picked 

up considerable skills to slay his enemies, skills that 

will make him a nightmare to them. As a hunter, his 

game will start slow but scale well and put plenty of 

damage into his basic attacks. His kit will also excel at 

letting him pick targets--or picking targets for him-- 

and letting him take them to pieces. This could create 


a sense of tunnel vision when playing him, however, 


forcing players to weigh their options and try to make 


the most optimum use of his damage and targeting. 
First up is The Night 
Remembers, Summanus passive. 
This will automatically single 
out the first enemy god to do 
damage to him in any game, and 
permanently mark them as his chosen victim for 


the audacity of attacking him. This will increase his 
fficial SMITE Magazine Issue #23 


damage against them as long as it lasts, no matter 
the source, and will only reset when Summanus 
dies, or when his chosen target is punished for this 
slight by their own inevitable death. This passive 
will most likely benefit Summanus during laning, 
when it’s more likely he will brush up against his 
target more often. However, the right enemy finding 
his ire even late-game could make a pick and 
kill on them much easier, or lead him to dive and 
focus an enemy that maybe he shouldn't. Luckily 
for Summanus, his kit doesn't rely on this passive, 
allowing him to use it how he sees fit... and when. 
Summanus first ability is 
called Blackening Charge, a 
damaging skillshot that creates 
an arc of black lightning from 
Summanus and strikes the earth 
ina small circle at range. Enemies inside the circle 
take damage, and if the ability hits any gods, they 


are then marked with the black charge for some 
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time, prompting some of his other abilities. Any 
number of targets can be marked at once, but unless 
Summanus catches the entire enemy team out in 
the tightest group possible, it won't be very practical 
to apply it to more than one or two per shot. 

After Blackening Charge, 
Summanus has his Retribution, a 
basic attack modifier than increases 


his attack speed for three rounds 


by a hefty amount and granting an 
increase to damage on those attacks. If at any time in 
a large range around Summanus, there is a marked 
enemy god, these attacks will also pass through every 
non-marked enemy they hit, dealing up to half full 
damage to each, only stopping at his maximum range 
or once they hit a Charged god. This god will also take 
double bonus damage on these three attacks. The 
pass through effect and damage also apply to non- 
marked gods, making a skilled Summanus impossible 
to body block for, even for an allied support. 

To make fighting a little 
easier, or to prime him to reach 
that long-shot target to mark and 


erase from the face of the earth, 


Summanus brings over some of 
his Night Moves, to give him the ability to chase or 
escape as needed. This ability is a decently-ranged, 
somewhat short dash. On use Summanus shrugs 

off the effects of slows, ending them immediately 
though he gains no immunity. He will, however, 
become immune to basic attack movement penalties 
for a few seconds, to make chasing or fleeing a Little 
easier. All the better to lightning you with, my dear. 


For the finale, Summanus will 


touch on his old power and show the 
f ) enemy the true meaning of night, 
TC A 


and also lightning at the same time. 


Or more accurately, thunder. Like 


The Official SMITE Magazine Issue #23 


Zeus, Summanus stakes a claim over a large area 
of the earth and stops playing nice with it. Unlike 
that old degenerate, though, Summanus chooses 
to finish his enemies off himself, and mostly just 
hinder them. You know, mostly. Instead of lightning, 
Summanus enriches the soil with hearty thunder- 
filled nutrients, concussing the zone every second 
or so with a debilitating blast of sonic fury. Each peal 
of thunder slows all enemies caught inside, though 
the effect lasts for just a moment once they leave. 
Of course, enemy gods Summanus has marked for 
death take damage inside the field--just once each- 
-and are also crippled from the thunder’s effects. 
The ultimate, as you can see, is primarily based 
on crowd control and in an area, but not damage; 
that’s because Summanus has a kit that’s more based 
on individual targets. If their teammates happen to 
get caught up in the thunder, well that’s not his fault, 
they should have picked their allies more carefully. 
But in practice, the thunderstorm even sans lightning 
will make his chosen opponent and anyone else who 
gets too close during the marking very unhappy. 
And in the meantime, his allies will have an easier 
time fighting around the large, night-time zone as 
everyone else is affected by the slow, and anyone 
charged inside of it will take the damage immediately. 
In lane, Summanus will function as any other 
hunter early on, and that is terribly so. His kit won't 
bring much damage or much of his own brand of 
power to the game until he gets some levels and 
some gold, and players will have to be smart with 
their Blackening Charge and Retribution to stack 
high-damage shots through an entire wave, but the 
potential for both clear and a high Level of poke at the 
Same time cannot be ignored. When used as a zoning 
tool, aSummanus player with an aggressive support 
could potentially turn the lane into a favorable one, 


but his escape isn’t the greatest, and his trading relies 
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on items for optimal results, so care is required. 
Once the game reaches its stride, so will 
Summanus, and his ultimate will provide a level 
of utility not common on hunters, while also 
potentially increasing his trading ability, when 
pulled off well. This will also help ganks to his 
lane once he hits level 5, to potentially make up 
for his lackluster early damage. The large size of 
his thunderous night will also give Summanus a 
solid tool for contesting Gold Fury and even Fire 
Giant later into the game, and will make more 
sizeable teamfights to his advantage, though if his 
allies can’t work together and heap in damage to 
make use of it, or peel for him as he turns between 


targets, his own dueling ability will go to waste. 
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It's true he was forgotten. It’s also true that 


Summanus mostly stayed forgotten, and is a little 
known relic of Rome to this day. However, If you 

ask Summanus, he'll gladly tell you how much 

of a mistake this was. For a time, he reigned as 
king, wielded the power of the skies for himself 
and only grew stronger at night. But those days 
ended, and Summanus was Lost to time and history. 
But he’s back. And he hasn't found Jupiter--yet- 
-but there’s plenty of gods on the battlefield, and 


Summanus is a patient man. He only has time. 


Article by Devon Boyette 
Artwork by Bluanka 
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ASSASSIN AGNI 
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| This month, I'm going to completely redesign 
the centerpoint of god balance, the one god 
| ; 
who has had only one change in the last 
| a : 
two years and has been competitive since 
| ; ; 
beta. Of course I'm talking about the Hindu 
| : ‘ 

god of Fire: Agni! But what could | change 
| ; — : 

this meteor slinging Mage into? Well, my 
| : ; 
good friend, read on and you will find out. 
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Agni is not just the Hindu god of Fire. He 
is so much more. First and foremost, he is the 
personification of the sacrificial fire and, as a result, 
responsible for carrying the sacrifices of humans 
to the gods. This also means that he is the priest of 
the gods, and the gods of priests, the one god that 
is the center point between humans and deities. 

Furthermore, Agni Is the only deity that can 
interact with the physical realm of humans. The 
Rigvedic deities, gods described one of the four 
canonical Sanskrit sacred texts: the Rigveda, are 
firmly separated from the people that worship 


them. This makes Agni's purpose even more 
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By Jorg van der Velden ~~~ 
important, as he Is the only one who can convey 
the humans worship to the other divine beings. 

This does not mean that Agni Is all about 
niceness and goodness. He actually has two 
forms, closely tied to the sacrifices he carries. 

The first form, Jataveda, is the benevolent of the 
two and is the sacrificial fire of unliving offerings. 
While in Jataveda, Agni intercedes between gods 
and humans, ensuring human prosperity, and is 
also known as ‘He who knows all creatures’. 

The second form, Kravyad, is greatly feared. 
This is the fire that burns flesh and Agni eats 
the corpses of man and beast alike. This is the 
destructive power found within the fire that 
Agni represents. This is the fire that consumes 
everything without remorse or discretion. 

While the most obvious class choice for the priest 
of the gods and the god of priests would be Mage, 
one has to remember that his primary focus revolves 
around sacrifices. As such, it’s not strange to view 
him as an Assassin: one who brings offerings to 


others. And that is what this redesign turns him into. 
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Type Description 


Passive Agni is the only god that Is part of both the physical 
world of humans and the magical realm of gods. As such, 
half of all of Agni’'s damage is converted to magical. 


Active 1 Jataveda form: Prepare Sacrifice. Agni attacks ina 
small cone in front of him, dealing damage and applying 
a small damage over time effect to all enemies hit. 
Kravyad form: Consume Sacrifice. Agni attacks 
a single nearby target, dealing severe damage 
and rooting both parties for a short time. 


Active 2 Jataveda form: Emissary. Agni’s movement speed is 
increased significantly and leaves a trail of flames on his 
path that damages all enemies that walk through it. These 
flames deal severely reduced damage to enemy gods. 

Kravyad form: Assassin. Agni dashes forward in a 
straight line. If he hits an enemy god, he stops and stuns 
that enemy. After hitting the enemy, Agni has a short time 
to change the direction of the dash and bring the enemy 
with him. If he dashes through minions, the dash deals 
severely reduced damage and the dash isn't stopped. 


Terrestrial Deity 


Prepare Sacrifice/ 


Consume Sacrifice 


Emissary/ Assassin 


Shift Form 
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Active 3 Activating Shift Form changes Agni from Jataveda 
form to Kravyad form or vice versa.. While in one of 
these forms, Shift Form provides a passive bonus. 
Jataveda form: Agni receives increased movement speed. 
Kravyad form: Agni receives increased attack speed. 


Ritual Fire/ Sacrificial Pyre | Ultimate Jataveda form: Ritual Fire. Agni summons a ritual fire 
at a target location. All enemies in the targeted area are 
affected by a moderate damage over time effect that 
sticks to them for a short time as they leave the area. 
The fire persists for some time before dissipating. 

Kravyad form: Sacrificial Pyre. Agni summons a blazing 
fire on a target enemy god. This fire follows the targeted 
enemy and deals severe damage over time. Unaffected 
enemies that get too close to the affected enemy receive 
reduced damage for as long as they remain close. 

Unlike Prepare Sacrifice/Consume Sacrifice and Emissary/ 
Assassin, Ritual Fire and Sacrificial Pyre share a single cooldown. 
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As always, let’s start off with the passive: 
Terrestrial Deity. Agni spends his time in both 
the physical human world and the magical 
divine realm, and this duality is essential to his 
identity and role. To represent this dual nature, 
he deals both Physical and Magical damage with 
his abilities and basic attacks. This makes it hard 
to build protections against him, as half of his 
damage bypasses the type of protections you 


are building. With the current 


‘ *- 
Warrior heavy meta in the Solo” » 


weer “ae 6 O 


lane, this is a huge boon as y 
Warriors tend to rush Physical yon 
protections early on to deal 7 
with the opposing Warrior. Lh 
Bypassing this completely with 
half of your damage allows 
you to burst them down faster and makes it 
easier to stop them from becoming the late 
game monsters they tend to become. 
Agni‘ first active abilities, 
Prepare Sacrifice and Consume 
Sacrifice, serve completely different 
purposes, just like his forms. 
Prepare Sacrifice, referring 
to the more civilized 
sacrificial rituals, is 
mostly a farming tool 
for clearing jungle camps 
quickly and efficiently. It could 
also be used to clear lane 
minions, but this is highly 
inefficient as the area 
is too small to catch 
all minions in one cast. 
It could also be used during a (team)fight to hit 
multiple targets, but this requires getting close 


to more than one enemy, putting you at risk. 
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THEORY 


Consume Sacrifice is very much an assassination 
tool, leaving the enemy vulnerable for attack 
as you consume them with your flames. It’s 
important to remember that you are rooted as 
well, similar to Serget’s Last Breath, so you can 
put yourself at risk when you time the use of this 
ability poorly. However, when this is combined 
with Assassin, it opens up a world of options for 
locking down your target for a long, long time. 
Speaking of, Agni’s second set of abilities is 
Emissary and Assassin. Emissary, the gentler of 
the two, refers to the delivery of unliving sacrifices. 
This ability is best visualized as a combination 
of the speed increase of Chiron’s Giddyup! with 
the trail of flames left by Sol’s Disapparate. 
Similar to those two, Agni can basic attack while 


‘sprinting’. The flames he leaves behind are just an 
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additional farming tool, though the most important 
aspect of Emissary is the mobility it provides. 
Assassin, the delivering of sacrifices that used to 
be alive, has a completely different purpose, as the 
name clearly implies. Its main purpose is to abduct 
enemies and pull them out of position, ready for you 
or the rest of your team to completely blow them up. 
Take into account that the total distance dashed is 
always the same, so colliding with an enemy god after 
having traveled 20% of Assassin's distance means 
you can only pull the enemy away for the remaining 
80%. This means that you can easily put yourself out 
of position if you misjudge the distance and leave 
yourself stranded in the middle of the enemy team. 
Thankfully, once you have an enemy god in your grip, 
you simply dash through other enemy gods, similarly 


to the way Assassin dashes through minions. 
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On to the core of Agni’s redesigned kit: 
Shift Form. The active part of this ability is 
stance switching like Tyr with his Change 
Stance, Similarly to that ability, Shift Form 
also provides a passive bonus when Agni is 
in on of his forms. While in Jataveda, Shift 
Form provides an increase to his movement 
speed, allowing for quick rotations around 
the map or for catching up to a fleeing 
enemy. The Kravyad form passive honors 
the aggressive and destructive power 
of fire, granting Agni increased attack 
speed to finish the enemy even faster. 

The abilities that round out the kit 
are Ritual Fire and Sacrificial Pyre. The 
former is the controlled fire featured in 
rituals, and static in nature as it doesn't 
target anything in specific. The simplest 
explanation would be to look at Ritual 


Fire as the ultimate version of Kukulkan’s 


Tornadoes, and should be used in a similar 


| 
| 
| 
| 
4 


fashion in teamfights: dropping damage excludes using the other. These abilities share a with Assassin from running away, as can Poseidon 

and zoning the enemy at the same time. cooldown and switching to the other form doesn't with his Whirlpool. Sobek’s Fling into Assassin pulls 
Sacrificial Pyre on the other hand Is the grant access to the other, effectively making it one the enemy so far away from the rest of their team 

destructive force of flames unleashed ona ability in that regard. Prepare Sacrifice, Consume that it’s nearly impossible for them to escape. 

single target. As such, it’s best used to burn Sacrifice, Emissary and Assassin all count as Being an Assassin does mean he’s made 

down a high health enemy or as a method individual abilities with regards to cooldowns. of something resembling wet tissue paper, 

- of securing your kill. However, dropping Like all other stance switchers in the game, SO positioning is extremely important. While 

this on a target in the middle of a group of Re-Envisioned Agni is a complex and technical he has a lot of mobility in his kit, it takes the 

enemies creates interesting zoning options character to play. Timing your switches Is of utmost enemy all but one whole second to completely 

as well, as those who get close get burned importance as it greatly affects which targets you remove you from sight, especially when they 

by the intense flames as well. This use does can damage effectively. Getting a good grip on coordinate their CC (crowd control) a little. 

require communication and setup with the this cycle is extremely rewarding, as it allows you | hope you're just as curious as me as 

rest of your team, for example a multiple to both deal a lot of damage and set up for the to how this god would work in the game, 

target Athena taunt the moment you hit with rest of your team, usually at the same time. and | hope you enjoyed this completely 

Sacrificial Pyre, pulling them close that way. Gods that can make use of Agni’s setup and follow overhaul of Agni, the Hindu god of Fire. 
Remember that unlike the other abilities, up potential are obviously good partners. Guardians By Jorg van der Velden 

using one of Ritual Fire or Sacrificial Pyre like Athena or Ymir can prevent the enemy taken 
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WHEN WORLDS 


olors sprang to life in vibrant displays of 

Cre beauty, unbefitting an apparent 
war ground of different deities. The weaver found 
this the most calming of the land. Some she could 
call by name while others tugged and pulled on her 
mind, demanding to have a name fitting that of their 
colorful exteriors. Even the animals, of which she’d 
seen only a few of, begged for names to fit their fuzzy 
forms, though the ones she found most comforting 
would be the few snakes that easily slid past on their 
walk. Small water ones, common along the nile’s 
great banks, whose shores brought prosperity and 
farmable land for the worshipers below, so long as 


Ra moved through the sky on his chariot and Khepri 
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COLLIDE: PART 3 


By Jessica Seney ~~~ 


guarded him. Momentarily, the Weaver was left with 
the thought of what her, quote-unquote, children were 
doing without her guiding their worshippers lives. 
Her thoughts shifted through every bit of her 
senses at once, all tumbling together to the point 
where her feet moved without her conscious thought, 
never stopping until she gently collided with the 
timekeepers chest. Surprisingly, the metal had a 
small bit of give to it. Instead of breaking her nose and 
chin against it, the metal bent inwards slightly while 
Chronos uttered an exclamation of surprise. While 
the weaver rubbed at her nose, both in surprise and 
horror at her discovery, the keeper seemed to merely 


wave a hand over his inner gears at the incident. 
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His organic eye looked over her nose for a moment, 


deemed it fine, and opened his arms to welcome ber. 


“The uprising, weaver. We fight to 
defend our worshipers from...” 

The timekeepers voice drowned out to the 
weaver as she gazed this way and that. The 
architecture alone was new to her, far from the 
square homes and great pyramids of Egypt. Stones 
and magnificent archways astounded her alone, 
the strange colorful moss dotting its ivory dips 
and curves only added to its allure. Pools of ever 
flowing water formed a circle around a small 
courtyard, watched over what appeared to be a 
winged human. The timekeeper followed her gaze 


to the spear wielding statue and uttered a chuckle. 


“| don’t know who the statue was made of, Neith, 


though | think it’s Nike, goddess of victory. . .” 
A new voice called her to turn, this one had 
a similar pitch to the time keepers but held 
a strange echo that reverberated to 
the air around him. The statues 


strange grip on her released, 
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allowing her to turn towards the growing voice. 


“Ah, Chronos! We swore that you were out 
nearby the ocean again, mumbling about a. . .” 

Sparks followed his movements, even the 
smallest change in his being seemed to glow 


with a heavenly call. His eyes lacked irises or 


pupils, instead the same electricity that 
followed his movements seemed to 
jump to life in his eyes. Pure, 
almost neon, blue. The 
focus of which turned 


to Chronos. 
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“,.. Weaver?” 

“Yes. Egyptian, Weaver of Fate. She created their 
world, though the other deities came to fill it.” 

“She is its queen?” 

“Yes. From what | gather, the fate bearer 
should be running each world, or at the very least, 
pulling at its strings. The mortals call her-” 

“Neith.” She finished for the keeper. “Also, 
no, not queen. That's Ra, and he’s king.” 

Her eyes swept over a previously unseen crowd 
before her. Standing in the courtyard before her 
stood ten or so beings, each with looks unseen by the 
weaver. Many different faces appeared from it. Some 
hidden, such as a man who's helmet protected his 
face from any wounds while his golden armor glinted 
in the light, or the man with four dark wings that held 
a scythe and a mask to hide his face. Others were 
skeptical, one woman's bright blue eyes narrowed 


in question while behind her broad, armored form 
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came a far smaller, 
more lithe woman 
with fiery orange hair 
and a strange tusked 
creature at her hip. 
While none openly 


threatened her, the 


weaver's instincts began 
a chorus of warnings, 
ranging from simple 
nervousness at the sheer 


number to the start of the fight 


or flight response. While no coward, the lack of 
threads before them in the world’s design caused 
her confusion and made her feel vulnerable. 

“Chronos. .. ?” The growing alarm in her 
voice seemed to surprise the mechanical man. 

“Neith, these are the other greek 
gods. Their names you will learn in 
time, along with our roman kin.” 

“Roman? Greek?? You haven't 
told me anything besides-” 

“Now weaver,” The electric man cut in, floating 
towards her with a soft tone. “You are new, we know. 
But let our more knowledgeable people question 
you. Athena, please, tell her.” His hand motioned to 
the broad shouldered woman with sparkling blue 
eyes. The weaver found it difficult to focus on them 
alone, partially because she held a great spear in 
one hand and a large shield in the other, and partially 
because the eyes were difficult to look into directly. 

“You are new, yes? No worries.” Her accent 
was strange, unheard and unlike the others in the 
group before her. Words had strange emphasises 
on them, while other times she never said certain 
syllables at all or some letters were left out entirely. 

“Lam Athena, Goddess of Wisdom and 


Necessary War. My father, Zeus,” her head dipped 
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slightly to her left, where the charged man hovered. “Is leader here. 


You are new, and | will explain what Keeper has not.” 
“_.. What even is... Who even... Why?” The weaver looked 


from the broadly built Athena, to the ancient timekeeper, to 


“| just want my people. That's it! 


Nothing more, nothing less.” 


“Yes. Egyptians.” 
“Yah, they run to fight for you.” 


“.. Excuse me?” 


“_.. Okay, | have more questions than 
answers here. Could you just tell me one 
rN straight answer or two, maybe three?” 

“Yes.” The crowd behind her began 

to disperse, each one moving from the 
courtyard to houses above the statue or, in 
WI the case of the one wearing a mask, to the 


path where she and Chronos came from. 
-_ 


wo4) “What about the other Egyptian 


gods? Why can't | see the world’s 
design-- The design | weaved.” The 
annoyance crept into her voice, causing the 


larger woman to raise a brow in confusion. 


“You are not in Egypt. This is another world entirely, where 


all our abilities have been limited for the sake of a fair fight.” 


“Why would you do that? If you are gods like me, 


why limit yourself for the sake of a fair fight?” 
“Because, weaver, without one to decide the fate of all 
worlds, there will be another when a power hungry deity feel 


they can crush us. An even one will put them away for good.” 


the powerful Zeus, to the strange crowd behind them. 


“Your people, small, brown skinned men, yes?” 


“They fight for you, so you will fight for them.” 


“... Fate of all worlds? There are more 


than just the one | made?” 


“Yes. And more appear with each new pantheon.” 


“,.. QOooo000h goooood. And Egypt is without me?” 


“Well. .. Yes and no. Yes, you are here and the gods there will 


know, but no, your power is not needed to allow the world to progress 
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there. Humans whose, how you Say, threads?” 

Neith nodded at the term. 

“Are unfinished will remain so, but to the 
humans, they shall never know you left. The 
other gods and goddesses have undoubtedly 
noticed your absence. They will join you soon.” 

“Why would any come here?” 

“To even the fight.” 

“That wasn't really an answer.” 

“Well, you came for worshipers, yes? Wanted 


to protect them? Then others come for that, too.” 


“Maybe big softies like Khepri or Isis would come 


to protect people, but most others don't really. . .” 
“... That is it?” 
“Maybe Ra would come to show off, 

Anhur would just be here to maim. . .” 
“Then they join too. Where can we get them?” 
“Egypt. Like where you're 


taking the warriors from?” 


The disdain in her voice caught Athena off guard. 


“All pantheons must fight, yours no exception.” 
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“All three of us? Roaming, Greek, and Egyptian?” 


“Roman. Roman, Greek, Hindu, Mayan, Chinese, 
Norse. .. And Egyptian.” Each pantheon named 
ticked one of her fingers up, until her right hand 
plus left hand’s thumb remained in the air. 

. Oh... That's more than Il...” 

“No worries. Now, gods of your home have 
transportation, yes? Come like you did? 

“... Erm, no. | tore open this 
world and mine to get here.” 

The armor clad goddess took 
a moment to stare at Neith. 

“Weaver of the world, | can do that.” 

“Rilight. .. Well, then must have 
Janus make portal for them. . .” 

“...Oor | could, seeing as how 
they're, you know, my family?” 

“_.. Sure, yes. Works too, now have you 


heard of the other side in this war? 


By Jessica Seney 
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RELEGATIONS AND SPRING 
SPL TEAMS 


s the new season of the SMITE Pro League 
A. gearing up to start, a new cast of teams 
has to be established. In both the North American and 
European leagues, there are eight spots for teams to 
fill. The SPL is the regular season of SMITE esports, 
where teams fight each other in round robin series. 
Teams that competed in Season 2 had a chance 
to reclaim their spot in the Season 3 SPL. In order 
to do this, the team must have competed in the 
Super Regionals event last November. The bottom 
2 teams last season were unable to secure their 
SPL spot. In order for one of the top 6 teams to keep 
their SPL spot, the organization needed to post 
a roster containing 3/6 of the squad from Super 
Regionals (5 players and a coach or substitute). 


If the organization could not achieve this, the last 
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known captain had an opportunity to secure the SPL 
spot with 3 total players from Super Regionals. If 
the captain also could not secure a spot, the cycle 
starts again but with a 2/6 requirement. If the spot 
is not claimed after this process, then it joins the 
pool for SPL spots awarded through relegation. 

The purpose of the Relegation process was to 
find teams to fill the bottom two spots as well as any 
empty ones. Relegations started with two weeks of 
open bracket tournaments. The winners of these 
tournaments went on to both fight a top Challenger 
Cup team from Season 2 In a best of five set. The 
final step was for the winners of the last event to fight 
one of the bottom SPL teams in another Bod set. 
The teams that made it through Relegations were 


Torpedo and Leftovers from Europe, with Team Flex 
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and Problem Solved coming from North America. 

None of these teams were the defending SPL teams 

and only Torpedo came from the Challenger Cup. 
The rosters for all the SPL teams are 

listed below. The members are listed in the 

order of Solo, Jungler, Mid, Support, Hunter. 

Rosters are not set in stone and have a 

chance to change between the writing of this 


article and publication, as well as after. 


Panthera: Dimi, Adapting, Yammym, iRaffer, 
Emilitoo. This roster won the SMITE World 
Championship under Epsilon Esports. Epsilon 
was a Challenger team at the start of Season 
2 and then won the SWC that same Season. 

The team did not change their roster since. 

Paradigm: Xaliea, QvoFred, Lawbster, TrixTank, 
Funballer. Paradigm managed to place first at the 
European Regionals and get to the Semifinals at 
the SWC last year. The roster did not change. These 
players are known for their unconventional picks. 

Fnatic Esports: Maniakk, Jiffy, Zyrhoes, 
BigManTingz, Realzx. Even though Fnatic made it 
to worlds last year, two members left the squad for 
other teams. Ranked star Jiffy joined the squad in 
the Jungle position while veteran Challenger player 
BigManTingz secured his entry into the pro scene. 

Team Dignitas: TheDarkDodo, Frostiak, 
ShadowNightmare, Suntouch, iRens. Players 
Frostiak and ShadowNightmare have been playing 
together for years. In Season 3, they will be 
playing with their Season 2 hunter iRens, as well 
as new members in the form of DarkDodo and 
Suntouch, who has been in the SMITE scene since 
the start and is returning to his Support role.. 


Cringe Crew: Zashu, Repikas, Kero, EmilZy, 
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Shaggyshenk. This team used to be sponsored 

by London Conspiracy. They acquired the former 

Titan Jungler, Repikas, in the off-season. 
Hungry for More: Variety, CaptainTwig, 

PrettyPriMe, Zindurn, Ataraxia. Hungry for 

More was able to secure the SPL spot held 

by Titan because captain Ataraxia invoked the 

2/6 rule with PrettyPriMe. The players that 

they brought in all have SPL experience. 
Torpedo Gaming: Gamehunter, NinjaBobat 

Korinyo, Murrdurr, m0eX. Torpedo competed 

in the Summer Split of Season 2 SPL under 

the name of TheNightsWatch. They got 

relegated and performed well enough in the 

Fall Challenger Cup to fight in relegation and 

secure themselves another split in the SPL. 
Team Leftovers: Nika, Jungler, Cherryo, 

Badgah, Arkkyl. Badgah left Fnatic to create his 

own team. He picked up pro players Cherryo and 


Jungler, who used to be known as Faeles. This 
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team fought its way through the open bracket 


phase of Relegations and won a spot in the SPL. 


NA: 


Team EnVyUs: Omega, Weak3n, MLCst3alth, 
KikiSoCheeky, CycloneSpin. After being one of the 
most successful teams throughout Season 2 and 
destroying everyone else at the Xbox championship, 
Envy brought in Season 1 world champions Omega 
and MLCst3alth to strengthen their roster. 

Enemy: Marauder, Varizial, Khaos, PainDeViande, 
PandaCat. After getting second place at the SWC, 
three members of Enemy, as well as their Coach, 
left the organization due to a disagreement. 

Pain and Khaos managed to maintain the SPL 
spot due to the 2/6 rule and rebuilt the roster 
by bringing in Challenger Cup players. 
Team Eager: Divios, Djpernicus, TheBest, Aror, 


Zapman. The new iteration of Team Eager was able 
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to get the SPL spot held by Cognitive Gaming due 
to captain Djpernicus bringing in TheBest and Aror 
with him. Hunter player and Eager owner, Zapman, 
played with both TheBest and Aror in the past. 
Woony Toons: Snoopy, Andinster, TheBoosh, 
JeffHindla, BaRRaCCuDDa. This team Is an 
amalgamation of the North American powerhouses 
from Season 1. Cloud 9 captain Andinster left the 
organization to play with his friends Snoopy and 
TheBoosh. His duo lane followed him and they were 
able to use the 3/6 rule to claim an SPL spot. 
Team Allegiance: Mattypocket, DaretoCare, 
Lassiz, Incon, Oceans. Former Team Flex is made 
up of longtime pro players and streamers who 
brought in a ranked all-star Hunter player. Flex 
was able to use the 2/6 rule to make claim to an 
SPL spot, but instead chose to prove their worth 
and earned a spot by competing In Relegations. 
SoaR Gaming: Baskin, Homeife, Hurriwind, 
Jigz, Metyankey. Originally called Problem 
Solved, this team is made up of skilled pro 
players who tended to wind up in coaching 


roles or on lower-ended teams. Unable to take 
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storm, easily earning themselves a spot. 

Denial Esports: Benj1, Masked, Macetodaface, 
Shadowg, Vetium. Denial was a bottom SPL team 
last year that failed to defend its spot in Relegations. 
However, there were enough open spots that they 
were still able remain in the league. After losing 
Relegations, Denial brought on three former 
Enemy players (with Saltmachine changing his 
name to Benj1], as well as their coach, Dreylo. 

The Randozos: ScaryD, Garz, AdurO, 
PolarBearMike, Meerkat. The Randozos were 
born out of the ashes of Elevate, who were the 
last-place team in the Fall SPL split. Unable to 
defend their spot, The Randozos were still able to 
take an SPL spot due to placing in the top four of 


Relegations and there still being spots available. 


The SPL starts on March 24th. Tune 
in Thursdays through Mondays at twitch. 


tv/smitegame to see the action. 


By Zachary McFarland 
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